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Installation and requirement 
Poser 9 or Poser Pro 2012. 
ShaderWorks Library Manager 2 is always supporting the latest service release! 


This product comes with one zip file: 
Semi-037_ShaderWorksLibraryManager2.zip The zip file contains the scripts. 


The scripts must be installed in the main Poser runtime. The zip 
file contains the folder structure; you only need to unzip it in the 
Poser folder, keeping the folder structure. 


Note: The /nstall from Zip Archive in the Content Room won't install the files in the main Poser folder, but in the 
Download runtime. This is not a correct installation and the script won’t work! 
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The interface 


ShaderWorks Library Manager 2 


Back 


Poser Library Manager 


ry Camera 


gm Character 
gm DAZ Generation 4 
my Freak 4 


Merbabies 


Michael 4 and Hiro 4 
gy Stephanie 4 
gm Victoria 4 


+ a 
gx Hair 


+ Mmelale 


Aery Soul 
\— ie 
Goddess 

DAZ Angeluz 
DAZ B25Winter 
DAZ BloodBound 
DAZ Ranger 
DAZ V4Sorceress 
DAZ Zettas 
Fighting Fae 
Highlander V4 
HighSeas 
Nighthawk 
Seasons 
Val Darona 
Val Demonika 

Wildenlander V4 





GROUND 
Mat: lampBase 
Show All 


Arm_Glove_Rgt 


Arm_Shoulder_Lft 


Arm_TopArmor_Rgt 


Hip_Armor 


W@ Selection 


Arm_HandArmor_Lft 


Arm_Shoulder_Rgt 


Bustier 


Leg_Boot_Lft 


Arm_HandArmor_Rgt 


Arm_TopArmor_Lft 


ChestArmor 


Leg Boot_Rgt 














The Library Manager 2 is split in two parts: the Browsers (left part) and the Thumbnail list (right part). The Browsers 


contains the various « interface »: 


oe ee oe aS 


Files 


Searching 
Save 


Poser 
Smart 
Favourite 


7. Zipfile 


All these Browsers have their own functionalities, as described below: 


References 


History 


. Runtimes 
. Libraries 
. Editing 

. Metadata Building 
. Options 


- Some Interfaces are used to configure the Library Manager and do not do anything else (Runtimes, Libraries, 


Metadata Building); 


- Some other /nterfaces are only used as information (References, History). 


Page |3 


semidieu@shaderworks-studio.com 


The interface 


To go from one interface to another, you have to (left) click the button (Poser by default) to open a menu with all 
available interface. To return to the Poser interface, just right click the button. 


ShaderWorks Library Manager 2 


GROUND @ Selection 
S31 Mat: lampBase 
fc hr / Show All 


Back 
Poser Library Manager 
Camera 
gm Character 
'— Oe VACT eis 
+ 
Merbabies Arm_Glove_Rgt Arm_HandArmor_Lft Arm_HandArmor_Rgt 
Michael 4 and Hiro 4 
Stephanie 4 
gm Victoria 4 
Aery Soul 
gp AlfaseeD 


Arm_Shoulde 


DAZ Ranger 
DAZ V4Sorceress 
DAZ Zettas 
Fighting Fae 
Highlander V4 on 
HighSeas Bustier ChestArmor 
Nighthawk 


Seasons 








Val Darona 
VaL Demonika 
Wifi fe lal F-lalel mec 
+ ae 
+ ls : 
ws Hand Hip_Armor Leg_Boot_Lft Leg Boot_Rgt 





Switching between the interfaces 








Shi@erWorks Library Manager 2 Y 


Pose Poser 


cr pz. fe hr =hd 
Back Mei u 


Poser Library Manager 





To go from one interface to another, all you need is (left) clicking on the big button. A popup will appear, allowing 
selecting another interface. On both sides of this button, four quick buttons allows to switch to the Poser interface, 
Smart interface, Runtime interface and to the Save interface. 
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Poser interface 
The Poser interface is the main interface, meant to load figures, materials... in Poser. The interface is split in two 


parts: 


- The tree browser, where you can select the folder(s) to display. 
- The thumbnail list, where you can select the files to load. 


Tree browser 
The tree browser displays the selected runtimes and libraries in a tree browser. The tree also contains some 


buttons/options: 





ShaderWorks Library Manager 2 


amar GROUND 
Poser =] See, Quick Jump 
™ , pe . ae =~ show All 


Back Menu 
Poser Library Manager 
Camera 
gm Character 
— OT VACT ride ne 
Freak 4 
Merbabies 
Michael 4 and Hiro 4 
Stephanie 4 
Victoria 4 


Aery Soul 
— ee, 


EarthBreaker 


CTele lel 


DAZ Angeluz 
DAZ B25Winter 
87° VM =) [erelelatelt late: 











Quick Jump The Quick Jump list allows to ‘jump’ to a selected library. The names correspond to the 
extension of the default files: cr = character, pz = pose, hd = hand, ... 


e Single click will bring the selected library in the view, collapsing the others. 

e Double click will bring the selected library in the view and expand it (expand means 
that all the subfolders are displayed — this may take a little while with big runtimes). 

e Shift+Click will bring the selected library in the view, without collapsing the others. 

e Alt+Click will unselect the library: it won’t be visible anymore in the list. 


Navigation buttons The Navigation buttons allows to go ‘back’ (and forward) with the selections. It’s a new 
improvement tool to quickly navigate through all your folders. 
The Menu button wills pop-up a menu containing all the possibilities available for the current 
folder(s) selection(s). The menu displayed is the same that you will get if you right click a 
folder and, therefore, is only available if something is selected. 


The tree browser displays one or more runtime at a time. When more than one runtime is displayed, the script will 
‘virtually’ merge the runtimes to display them as if it is one runtime. 


For example, if you have a runtime containing the fantasy clothes and a runtime containing the fantasy weapons, 
you could open both runtimes and see all the clothes and weapons as if they were in one runtime only. 
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Poser Library Manager Poser Library Manager Poser Library Manager 
gy Camera my Camera gy Camera 
g Character m Character Character 
= DAZ Generation 4 3 Accessories gy Accessories 
Freak 4 ee mg Architecture 
Merbabies Posen 
Michael 4 and Hiro 4 


gm DAZ Generation 4 


Vehicles Freak 4 


V - 
Stephanie 4 suai Merbabies 


ass FantFirearms Michael 4 and Hiro 4 
ictoria 4 P3DA_WarStuff as 


Swordkit ae 
ge AlfaseeD Wings Nitadelir 
EarthBreaker om 
Goddess i — ie) 
DAZ Angeluz aad 
DAZ B25Winter Light Tele fe s- 
BWM =ilelele| stele late Materials DAZ Angeluz 


, V.WA eine 
DAZ Ranger Pose DAZ B25Winter 


Aery Soul Stephanie 4 


Aery Soul 


DAZ V4Sorceress Props DAZ BloodBound 
DAZ Zettas my Scenes DAZ Ranger 
Fighting Fae DAZ V4Sorceress 
Highlander V4 DAZ Zettas 
HighSeas Fighting Fae 
Nighthawk Highlander V4 
Seasons HighSeas 
VaL Darona Nighthawk 
VaL Demonika Seasons 


vs VaL Darona 
Niifelsalt-lalelaa'e 7 


VaL Demonika 
” Face Va Ol a 


we Wildenlander VA 


Fantasy clothes Fantasy Env Fantasy clothes + Fantasy Env 





The Poser’s tree browser is also compatible with drag and drop! But beware... it is not undoable. You can only move 
a folder from one library to the same library: a folder in the Character library can only be moved in the same 
category. 


Important note: with more than one runtime displayed, this function is not available. 


Finally, most of the functions are available using the right click menu (or using the Menu button at the top of the tree 
browser). Depending on what is selected, the menu will display different things: 


The tree browser menu, accessible from Menu button or using the mouse right click, displays some little tools to 
navigate inside the tree and handle folders. 


The first part contains the Edition functions, like New folder, moving 













New folder... or copying and deleting. 


Editing... : 
Hint: holding shift down will open the popup menu and build the 
Refresh complete folder structure as a submenu to move/copy files directly 
Expand this branch in a folder. 
Quick Runtimes ‘ Hint: holding shift and ctrl down will open the popup menu and 
Preset Runtimes ’ allow deleting more than one folder at once. 


dd folder to ’ urite... f . : ie , 
pete a levnene Refresh will rebuild the tree branch. This is sometimes needed to 


Rebuild metadata refresh the folder display. 


Debug Tool » Expand this branch will open the whole tree structure starting from 


Py Data the selected folder. If it contains lots of folders, it may take a long 


time to display! 
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Quick Runtimes allows you to select another runtime quickly, simply by choosing the runtime in the submenu. 


Preset runtimes allows creating and choosing your favourite runtimes. If you always use three runtimes together, 
you can create a preset for them and simply select this preset. 


History runtimes appears only when you have already loaded something. It will display the list of all runtimes used in 
your scene. 


Add folder to favourite... will add the whole folder in the Favourite interface. The submenu displayed will show the 
folder structure from the Favourite interface. 


Rebuild metadata will run again a deep analysis of the files in the folder, to refresh the data. This is particularly 
necessary when editing the figures or materials files. 
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Searching filter 


Load selection 


f lore Cha 


VviOrE SNOW All 
Pi} 7 
4 ¥ 
>. Sey 
« : 4 


Thumbnail list a; WW. 


filter Arm_HandArmor_Lft 





More menu 








Hip_Armor Leg _Boot_Lft 


The thumbnail list displays the... thumbnails of all the files located in the selected folders. At the top of the 
Thumbnail list, you will find the commands: 


- The + button will simply load the selected files. This button is a Smart button: 
o A figure that was once conformed will automatically conform. 
o AMAT pose or material collection will be loaded as Smart MAT. 
- The more button will open the pop-up menu for the selected files: this displays everything that can be done 
with the files. 
- The two next labels displays the current scene’s selected figures/props and materials. Clicking them will pop- 
up a menu to change the selection. It is automatically updated when you change something in the scene. 
- The last label is the Thumbnail List Filter: it allows filtering different file types so that only the thumbnails for 
types you want to see are displayed. In particular in the Pose library, you can make a choice between: 
Oo MAT pose 
o Morph pose 
o Regular pose 
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Main Camera Selection 


RAw~s. ALA. 


' Show MAT 


| CBSE 1 TALS 
PJ.t DEFSIJ.~ eT 


++Mat Def NG 


its SCeWiGT 
TATTOO “On SG 


++Mat Tatt Torso NG 


+Eyes Green 


Show MAT 


TavTce ARVIBAHDOS 


++Mat Tatt Armbands 


TATTOO “On SO 


++Mat Tatt Torso 


OSES BRON G 


+Eyes Brown 


ESOS 4955 


+Eyes Hazel 








Main Camera 
AAws AlAwW. 


More Show Morph 


IBody INJ 


'Head REM 





Selection 


IBody REM 'Head INJ 


Show Morphs 


Just right of the menus, you can search within the Thumbnail list. You have the choice to only select the file (enable 


the Selection checkbox) or filter the files. 


Main Camera @ Selection 


More Show All 8 file(s) found 


Arm_BottomArmor_Lft Arm_BottomArmor_Rgt 


Arm_HandArmor_Rgt Arm_TopArmor_Lft 


ChestArmor Hip_Armor 


Arm_HandArmor_Lft 


Arm_TopArmor_Rgt 





Searching and filtering 
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Main Camera 


Mat: None 
More Show All 


Arm_Glove_Rgt 


Arm_Shoulder_Lft 


Selection 


i gealels 


8 file(s) found 


i fa 


Arm_HandArmor_Lft Arm_HandArmor_Rgt 


Arm_TopArmor_Lft 


Arm_Shoulder_Rgt 
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Arm_TopArmor_Rgt Bustier 
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Poser interface 


Loading possibilities 


ShaderWorks Library Manager offers a lots of possibilities for loading figures, materials, ... Described below are all 


the possibilities: 


Cameras 
- Load 


Characters 
- Load 
- Conform 
- Conform and magnets 


- Duplicate 
Face 

- Load 
Hair 

- Load 


Hands 
- Load on left hand 
- Load on right hand 
- Load on both hands 


Lights 
- Load lights 
- Add lights 


Materials (collection) 
- Load mat 
- Smart mat 


Materials (single) 
- Load mat 
- Load on similar 
- Load on multiple 


Poses 


Load pose 

Load partial pose 
Load MAT 

Smart MAT 

Load partial MAT 


Load prop 
Parent to... 
Duplicate 


Notes: some possibilities may not be available, depending on the currently selected figure or prop. 


Most of the possibilities should be understandable. There are perhaps some options which need a little bit more 


explanation: 


Load partial poses 


This will open a submenu with the abilities to load only part(s) of the poses. There are some presets (left arm for 


example) and you can also choose the parts you want to load. 


Load partial MAT 


This will open a submenu with the materials available in the MAT pose. You can also select more than one material, 


using material selection dialog. 


Hint: hold shift down while opening to select all materials in the list. 
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Poser interface 


Smart MAT is a powerful feature to apply clothes materials. Start by loading a figure and conform some clothes. 


Browse for a texture set for the clothes, select them all and apply smart mat. The script will automatically load the 


materials on the correct clothes. 


ES " ShaderWorks Library 


p z Victoria4 (Chest) WM Selection 
Sete OSer Mat: 4_InnerMouth 
¥ Victoria4 yw Chest CS nn Al 

cr pz fc hr hd pp It cm mt sh sc : 


Preview Zende Untitled 


Main Camera Back Menu 


Load selection (5 files) 


Duplicate selection (5 files) 





Undo 
Sa Weve. 
Thumbnail size... 


Select All 
Select Choose 


Invert selection 
Editing... 


Add to favourite... 
Change Smart type 


Plugins... 


References... 


Browse folder... 


5 files selected 
Size: 6.527 MB 


Runtimes used: 1 
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The Menu pop up contains the loading options, depending on the file(s) 
selection. Below this possibilities, the Menu also contains a lot more! 


Undo is as it says... An undo feature! As it’s not possible to use the Poser’s 
undo feature, the script includes its own version. It will undo what you made 


with the script, not what you did with Poser ! 
Save... will open the to this folder. 


Thumbnail size... will allow to change the thumbnail size quickly (smalle or 
bigger). 


Select All, Select Choose, Invert selection are quick tools to select items in the 
folder. 


Hint: you can double-click the list (not a thumbnail) to select all. 


Poser interface 


Editing... allows to rename, delete and move files. 


Hint: Hold Shift down (!?!?!?!) to generate the folder structure for quick moving files (may take long to 


generate) 


lf more than one file is selected, the rename function becomes the Batch renaming. Using pattern, you can rename 


the file as you want! 


Batch Rename 


Pattern 


[3*]_FigureStudy #24] 


Use * to include filename 


Original 


IGD_FS01a 
IGD_FS01b 
IGD_FS02a 
IGD_FS02b 
IGD_FS03a 
IGD_FS03b 
IGD_FS04a 
IGD_FS04b 
IGD_FS05a 
IGD_FS05b 
IGD_FS06a 
IGD_FS06b 
IGD_FSO7a 
IGD_FSO7b 
IGD_FS08a 
IGD_FS08b 
IGD_FS09a 
IGD_FS09b 
IGD_FS10a 
IGD_FS10b 
IGD_FSlla 
IGD_FS11b 


Cancel | Rename | 


Start number: 
0 


Use #, # or 4 to include numbering 


Rename 

IGD_FigureStudy_000 
IGD_FigureStudy_001 
IGD_FigureStudy_002 
IGD_FigureStudy_003 
IGD_FigureStudy_004 
IGD_FigureStudy 005 
IGD_FigureStudy_006 
IGD_FigureStudy_007 
IGD_FigureStudy_008 
IGD_FigureStudy_009 
IGD_FigureStudy 010 
IGD_FigureStudy 011 
IGD_FigureStudy_012 
IGD_FigureStudy_013 
IGD_FigureStudy_014 
IGD_FigureStudy 015 
IGD_FigureStudy 016 
IGD_FigureStudy 017 
IGD_FigureStudy 016 
IGD_FigureStudy_019 
IGD_FigureStudy 020 
IGD_FigureStudy 021 


Add to Favourite... will add the selection to the Favourite Interface. 


a 


=— 








Change Smart type will change the metadata file type for this figure or pose. This is used in the Smart Interface. For 
example, pose files (.922) can be recognized as Morph, MAT or regular pose. The script usually determines 
automatically the metadata file type, but depending on the file structure, it sometime cannot recognize it correctly. 
This will allow changing quickly this file type. The most common problem is with regular pose and morph and to 
recognize hair figures. 


Plugins... will show the plugins available, found in the Editing interface. 
References... will open the References interface and get the references for the selected files. 
Browse folder... will open the folder in your default OS file browser in the current location. 


The information at the end of the menu are for information only. 
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Smart interface 


The Smart interface is a big improvement for the ShaderWorks Library Manager 2. \t will display the files compatible 


with the currently selected figure or prop — changing the selection will automatically update the files displayed! 


Smart 


Conformed 
Hairs 

Smart props 
Injection 
Pose 


Corset (Chest) | Beate 
Mat: ModestyPanel 


More 





!Corset 


Panties (Body) Bere 
Smart 7 Mat: Sos ; 
Conformed 

Hairs 

Smart props 

Injection 


Corset_01-2 Dose 


1 Panties 


Panties 01-1 


There are six kind of ‘Smart’ files: 


- Conformed 
- Hairs 

- Smart props 
- Mats 

- Injection 

- Pose 


will display all conformed clothes designed to fit the current selection. 
will display all hairs (props and figures) designed to fit the current selection. 


will display all smart props designed to fit the current selection. 


will display all MAT poses and Material collection for the current selection. 


will display all injection morphs for the current selection. 
will display all regular poses for the current selection. 


Handling the Thumbnail list 
The files displayed are generated either by the usual use (loading a file with the script will automatically add it to the 


database) or by the Metadata Building system. But you have control over what is displayed! 


To remove one or more item from the list: 


- Select the item(s). 


- Open the pop-up menu and choose: Remove from db. 


To change the maximum number of items, for each object: 


- Open the Options interface. 


- Inthe Data bindings part, change the value of Number of items. 
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Panties 01-2 


Smart interface 


Favourite interface 
The Favourite interface is the places where you can get the files you use most. You can add two kind of items in your 


favourite: 
-  Asingle file it will be displayed in the folder of your choice. 
- A folder it will display all the files in the folder — if you add any other file(s) inside, it will also be 


displayed in your favourites. 


Main Camera  Boerares 
Mat: None 
Favourites More Show All 


Favourite 


Camera 
ge Character 

Files only display : 
mele(mel ese) § 

Face 

Hair 

arlale Victoria 4.2 Stephanie 4 

Light 

Materials 

Pose 

Props 

Scenes 





In the screenshot above, | created a folder and added (from the Poser interface) the files one by one. The first 
favourite item added in the folder will be displayed at first position. 


Main Camera BR 
Mat: None 
Favourites More Show All 


Favourite 


Camera 
me Character 
Files only display 
melislameltsalii 
Face 
Hair ~~ 
a rlate She-Freak 4 
Light 
Materials 


Pose 


Props 


Scenes 


Stephanie 4 Victoria 4.2 





In the screenshot above, | created a folder and added (from the Poser interface) the folder containing my most used 
figures. The files are ordered as usual (by filename). 
Now, if | add another character (from the Poser interface) in the same folder, the file will be automatically added! 
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Elam @-laatie- Borrego 
Mat: None 
Favourites More Show All 


Favourite 


Camera 
me Character 

Files only display 
mellelmeltyel ry" 

Face 

Hair 

Hand Aiko ¢ She-Freak 4 

Light 

Materials 

Pose 

Props 

Scenes 


‘ae 
pen a 
The Girl 4 


Victoria 4.2 





The folder is a dynamic folder. When new files are added or some are removed, it is automatically updated in the 
favourite interface. 


To add a file in your favourite, select Add to favourite from the Poser interface’s Thumbnail list. 


To add a folder in your favourite, select Add to favourite from the Poser interface’s folder tree. 


To remove a file from your favourite, select Remove from favourite in the Favourite interface. If the favourite file is 
from a favourite folder, you will be asked if you want to remove the whole folder. 
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Files interface 


The Files interface is a file browser. It will display all your folders from your desktop, allowing browsing for files, 


installers, pictures. 


At the top of the tree, you will find a Quick Folder: it will contain some shortcuts to your preferred folders (and the 


subfolders). 


- To adda folder here, select it in the File interface and, from the menu, choose Add to quick folder. 
- Toremove a folder from the Quick Folder, select it and, from the menu, choose Remove quick folder 


Menu 
m Vuel0 Release 
WIP 


SRECYCLE.BIN 
CloneDVDTemp 
DAZ 3D 
Dfolatelaat—ale-laleyy 
Download CGI 
mi 3D Progs 
ge DAZ3D 
HORS 
INSTALLED 
Free 
HDRI 
Poser Downloads 
BVH 
mg LITTLEDRAGON 
Pj 
RSR_Converter_1 00 2 
Renderosity 
me TeamDNA 
gs AlphaseeD 
ry runtime 
Brahann 
Esha 
GypsyAngell 
Kittys Tavern 
Miadtaimeyd 
Marmac 
mstene 








Main Camera Bebe 
Mat: lampBase 
More Show All 


Bad Guy for M4 - Bad Guy for M4 Brutish Armory - 
12583_1_dpc_BadGuyforM4 1 12611_1_dpc_BrutishArmor... 


fit 2) Se 


CitySwan Hair - 
13053_CitySwanHair_1.0_dpc 


# 
DesirHair_02 Elven Nymph - 
12906_ElvenNymph_1.0_dpc 


aaa 


i) eS 
Aj “y ak * 


Ou 4 


Elven Nymph GreatSword Greatswords - 
12474_1_dpc_Greatswords_1 











While browsing with the Files interface, you will be able to see all kind of files. You can use the filter at the top of the 
Thumbnail list. You will be able to choose between: 


- Show all 


- Show application 
- Show archive 

- Show docs 

- Show images 

- Show Poser files 
- Show scripts 

- Show shaders 


Important notes: 


.exe (PC) and .app (MAC) 
.zip only 

txt, .Atml, .doc, .pdf 
jpg, .omp, .psd, .tif, .png, ... 
.pz2, .cr2, .cm2, ... 
-py, .pyc 

.sh8 


- Fora security issue, drag and drop is disabled. 


- Deleting a file is not undoable. Do this at your own risk! 
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Files interface 


Searching interface 


The Searching interface allows to quickly search for some folders, based on the name. It is important to understand 
that it’s not a ‘file searching’ system, but a fo/der searching system. 


ShaderWorks Library Manager 2 


. ams GROUND | Biba 
Searching Save [| —- Mat: lampBase 


More Show All 


Search in: All opened libraries 

MM Match case 

ere) 

@ All words ; = 
Display subfolders Arm_BottomArmor_Lft Arm_BottomArmor_Rgt Arm_Glove_Lft 


4 folder(s) found 
gm Character 
se AlfaseeD 
Tele (es 
— Url 


iy AlfaseeD Arm_Glove_Rgt Arm_HandArmor_Lft Arm_HandArmor_Rgt 
— ees 





+ ieee, 
mg Props 
mg AlfaseeD 


Arm_Shoulder_Lft Arm_Shoulder_Rgt Arm_TopArmor_Lft 


Arm_TopArmor_Rgt Bustier ChestArmor 
Return 








ShaderWorks Library Manager 2 At the top of the Searching interface, you will be able to enter the text 
aise erent : to search. Hit Enter or click the button on the right to run the search. 


Exlude: 


Just below, you can enter one or multiple words to exclude. 


ee ee Search in: All opened libraries will search in all selected libraries 


Msich case (Figures, Poses, Materials, ...). You can select to restrict the searching to 
Full word(s) 


All words one library only. 
Display subfolders 








| folder(s) found 


Match case will match the upper/lower case. 
- When tickbox is unchecked, searching for seed will find folders like AlfaseeD. 


When tickbox is checked, searching for seed will find folder with the exact same case: AlfaseeD won’t be 
found, but will find folders containing the word seed. 


Full word(s) will search for the complete word(s): searching for seed will not find AlfaseeD, but will find ‘Bag of seed’. 
All words will force all words to be in the result: searching for alfa seed will find AlfaseeD but not Bag of seed. 


Display subfolders will automatically attach the subfolders from the results. So, if you find Alfaseed, it will display all 
folders found in this folder. 
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Save interface 
The Save interface is where you will save all your files. The saving possibilities depend on the Filter. A Character filter 
for example will allow saving CR2 files. 


ShaderWorks Library Manager 2 


FableHair | Reber 


Save Mat: Preview 


Name EarthBreaker_Full saga 


Path AY -lade)si¢—-] <4 


Filter Character 
Poserversion 9.0 


Thumbnail 250 px 
Arm_BottomArmor_Lft Arm_BottomArmor_Rgt Arm_Glove_Lft 


Arm_Glove_Rgt Arm_HandArmor_Lft Arm_HandArmor_Rgt 








M@ Keep existing thumbnail 


Arm_Shoulder_Lft Arm_Shoulder_Rgt Arm_TopArmor_Lft 


Save selected figure 
Save figures group 


Save figures individually 


Compresse file 
4 P Arm_TopArmor_Rgt Bustier ChestArmor 


= tet 





- Name is the filename... it automatically updates on figure or prop selection. 

- Path is the path where the file will be saved. By default, it is in the currently selected (Poser) folder. You can 
choose any folder you want, even an external folder! 

- Filter set the kind of file that can be created. It is automatically set, depending on the folder path. But you 
can change it manually. 

- Poser version set the default Poser version. By default, saving a Poser file will save it with the current 
working version. To make the file compatible with previous version, you can reduce the Poser version while 
Saving. 

- Thumbnail is the thumbnail size. The size is automatically set to the current dimension... but you can 
naturally change it! 

o The thumbnail is the current preview or render: it shows what is displayed. Double click it to update! 
o Keep existing thumbnail will keep the thumbnail if it already exist! 

- Save as animated will save the file as an animation. It will popup to ask for the first and last frame. 

- Compress file will compress the file... 
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Saving possibilities 


Cameras 
- Save camera set 


Characters 
- Save selected figure 
- Save figures group 
- Save figures individually 
- Save conformed figures 


Face 
- Save expression (all morphs) 
- Save expression (custom morphs) 


Hair 
- Save hair prop 


Hands 
- Save right hand pose 
- Save left hand pose. 


Lights 
- Save light set 
- Save partial light set 


Materials 


Save collection 

Save partial collection 
Save material 

Split figure materials 

Split prop materials 

Save conformed collection 


Save pose 

Save morph pose 
Save MAT pose 

Save conformed MATs 
Save partial pose 

Save partial MAT pose 


Save prop 

Save selected figure as prop 
Save figures group as prop 

Save figures individually as prop 


Most of the saving possibilities are clear enough... Here is only the description of some of them: 


Save selected figure will save the current selection only. 


Save figures group will save the current figure, the conformed figures and the attached props as one file. 


Save figures individually will batch save the base figure and each conformed figures, each as a new file. 


Save conformed figures will save each conformed figures individually, without saving the base figure. 


Split figure materials will save each material of the selected figure as a single material. 


Save conformed collection and Save conformed MATs will save each conformed figures material settings. 


Save selected figure as prop and Save figures group as prop and Save figures individually as prop save the figures 


and convert the CR2 file as a PP2 file. 
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Save interface 


Batch saving naming pattern 
When saving figures or materials using batch saving (for example Save conformed figures), the files created are 


automatically named using the figure name (or material name if saving materials). The name is automatically 


appended at the end of the file. You can change this behavior using the * key. 


For example, if Victoria 4 has two conformed clothes named Bikini Top and Bikini Bottom and you save the 


conformed clothes using Save conformed figures, this is the result, depending on the chosen name: 


MY CLOTHES Fantasy * Red 
MY CLOTHES _ Bikini Bottom | Fantasy Bikini Bottom Red Bikini Bottom Elegance 
MY CLOTHES _ Bikini Top Fantasy Bikini Top Red Bikini Top Elegance 


ShaderWorks Library Manager 4 


Pigeer 


Mame 


Path 


Filter 


Poser version 


Thumbnail 


Bikini Top (Body) 
Mat Preview 


= More 
Fantasy * Red 


wt TEST 
Character 
9.0 

250) px 


fl Selection 


Fantasy Bikini Top Red 


I Keep existing thumbnail 
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Save selected figure 
Save figures group 
Save figures individually 


Save conformed figures 


Compresse file 


Cancel 
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Save interface 


Zipfile interface 
The Zipfile interface has been greatly improved to make product installation inside Poser much easier. 


Start by opening an archive (zip file): 


1. From the Zipfile interface, click on Load zip file(s). The file dialog allows multiple selections. 
2. From the Files interface, select the archives you want to install and, from the more menu, choose Extract and 
browse.... 


The script will uncompress the zip file in a 


Fairyling.zip 
temporary folder. Before being able to watch the pee ae i 
files, the script will pop up a new little dialog: Small Artist(s): AlfaseeD 
Metadata Editor. This will set the ‘basic’ metadata: Pidehnes RuntimeDNA 
Link: http://www.runtimedna.com/ 
= Product name Docs: ‘Documentation: AlfaseeD_ReadMes:Fairyling_ReadME.html 
7 Artist name (| Overwrite existing metadata 
- Publisher 
- Link a ae 





- Documentation 


This information is used in the History interface and can be used to locate a product again. The script will try to 
identify the various data and will suggest some entries. If you don’t want to generate this data, just hit Cancel. 


When a zip file is loaded, you will have access to the tree list of all folders located in the product, as if you were in 
the Poser interface or Files interface. You can drag and drop folders, create a new folder, ... 


‘ShaderWorks 
t ~ 
Te}il ae: Main Camera @ Selection 
lila S3 bg Mat: lampBase 
Load zip file(s) More Show All 
Zip file browser 
g Documentation 
gw AlfaseeD_ReadMes 
images 


me Runtime 
{ 


mg Geometries 
Lft_Shoe Pantie Rgt_Shoe 


ge alfaseed 
fairyling 
ge Libraries 
ge Character 
ge AlfaseeD 
Fairyling 
mw Pose 
me AlfaseeD 
= Fairyling 
Utilities 
\— Moko 
gm alfaseed 


fairyling 


Clean archives 


Build runtime structure 
Max structure deepness: 0 - Infinite 


! DAZ Generation 4 
Build data bindings 


Install 
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Do you want to match a folder structure from an existing runtime ? No problem: at the bottom of the list, there is a 


button displaying the currently selected/target runtime. Select the runtime you want to match... and the script will 


generate the folder structure from the selected runtime. Using the drag and drop, you will be able to move the 


folders exactly where you want! 





Zipfile 
Load zip file(s) 
Zip file browser 
ge Documentation 
ge AlfaseeD_ReadMes 
images 
me Runtime 
ge Geometries 
| — elie e! 
fairyling 
ge Libraries 
gm Character 
— ee 
Fairyling 


Clean archives 


Build runtime structure 


Max structure deepness: 0 - Infinite 


Clothes Fantasy 


Build data bindings 


Install 





GROUND 
Mat: lampBase 
More Show All 


7F 


'Hide 


W@ Selection 


White folders: 
Folders from archive 


EY 


Drag and drop 
to move the folder 


!Unhide_(morphs) 





Leather_Top 


i 
Light_F 
Green-Blue folders: 


iB @\ Folders from runtime 
fi 


RoyalLotus_Pantie RoyalLotus_Shoes RoyalLotus_Top 


The Clean Archives button will remove all unused folders and files (documentation, extra (promos) pictures, ...). 


There are three cleaning options: 


- Empty folders 
- Documentation 


- Files outside runtime 


Will remove all empty folders. 

Will remove all documentation (html, doc, txt, ...) 

A dialog with all files concerned will be displayed. You can uncheck the files you want 
to keep. All files found in the python script folder won’t be considered as 
documentation and will be kept! 

Will delete all files and folders outside the Runtime folder (this will also remove 
documentation if they are put outside the Runtime folder! 


Build runtime structure will load the folder structure. Depending on the size, of your runtime, this may take a while. 


For (very) big runtimes, it is recommended to either limit the deepness of the folders structures or build the folders 


using the right click menu: Build Folders structure. This will build only the structure from the currently selected folder 


(using the same deepness). 


The Build data bindings will create the bindings between figures and poses from the archive, assuming that all 
figures and materials in the archive are made to match together. This is used for the Smart interface. 
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Zipfile interface 


Finally, click Install Archives to install the zip file to your target runtime. 


Documentation and readme files 
The documentation and readme files can also be moved into a specific folder (see Options). To keep things sorted, 
the script will move all the docs into a Documentation folder (default folder name is editable). 


Scene files 
Scene files (pz3) files are handled differently. Due to the new Poser’s scene library, the scene files are automatically 
moved to the scene library instead of putting them in an external folder. 


4 |. ShaderWorks - Cyberpunk 


Preset scenes — Pa 


fip file browser 


gS. Geometries 
gs ShaderWorks 


Cyberpunk 
4 |. Geometries acral tea 


. 4 sa tis gs. Character 
iL Cyberpunk | §. ShaderWorks 
Libraries Cyberpunk 
J Moving folder with sia 
4 |, Character Fi — es 
scene files ee 
hy ,Y: ShaderWorks i—| ShaderWorks 
Cyberpunk 
2 Pose } 
pe Cee B Scenes 
roomie = ShaderWorks 
)) Cyberpunk s Cyberpunk 
4 |. Python Alternative scenes 


4 we poserScripts |-| Python 


gs. Libraries 





Same folder 
structure 


4 & ShaderWorks By. poserScripts 
AL Cyberpunk gs ShaderWorks 


Cyberpunk 
4 |. Textures aes 


4 jy ShaderWorks B. ShaderWorks 
J) Cyberpunk | Cyberpunk 


|— aoe 


The script will try to create a folder structure similar to the one found in another library (character library for 
example). In the example above, the zip file has a folder named Preset scenes (with a subfolder) containing PZ3 
scene files. When installing the zip file, this folder is automatically ‘moved’ to the Scene library. Instead of just 
moving the Preset scenes, the script will generate the same folder structure as the one found in the Character library 
for example. 


Python script files 

Python scripts (py and pyc) files are also handled differently. If the archive contains a script found in the poserScript 
folder, the script will *try* to install these files in the main Poser runtime (as they should be). Why only *try* ? 
Because of some write permission restriction, sometimes ShaderWorks Library Manager 2 can’t write in the Main 
Poser folders. This is usually the case on Windows when Poser is installed in the Program Files folder. 
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Installing with an installer 
Some sites provide an installer (DAZ3D for example)... Actually, the script can’t pilot the installer... but you can use 


the same system to install a product. Hit Load zip file(s) and browse for an installer. 


: SUSI VEE oil twice 


Zipfile 


Load zip file(s) 
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cw CGI (F:) 
cg Downloads (G:) 
<3 Lecteur BD-RE (H:) 
ee PASILGASS (1) 


th Réseau 


(9 Panneau de configuration 


© UrbanFuture 4 - 13290_UrbanFuture4Ps_1... 


Lh 


© Corbeille 
be Apps 

)) LéonM 
dh Poser Stuff 
, Source 


) ARARA all 5) Ht 





Nom du fichier: UrbanFuture 4 -13290_UrbanFuture ~ | All supported files 7 
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MIN b> Poser yw gl Rechercherdans: Pavers p 
Organiser ¥ Nouveau dossier Bea @ 
(® Ordinateur “ Nom Modifié le Type 
Disque local (C: : 

= ’ ) db Installing DAZ 11.10.2011 21:11 Doss! 

cy Programs (D:) 7 ; ae . 
11849 1 dpc_MacesandCudgels_1.zip 15.09.2011 20:46 zip A 

cq Documents (E:) - 2 = 
Controls_VaVaVaVoom.zip 27.09.2011 21:58 zip A 


29.09.2011 20:31 


| 












Appli 





Zipfile interface 


Before running the installer, two dialogs will appear. The first dialog explains what you will have to do (in case you 
don’t read the whole documentation ©). 


i] This will install the products on your computer 


The folder where to install has been put in the clipboard 
Hit Ctrl+V to paste it 
When done installing the file, come back here 





The second dialog appears just before running the installer... but do not touch it now! This will tell the script that the 
installation is finished. When the installation is done, close the dialog saying you’re finished... You can choose if you 
wish to save your installation as a zip file (allows to skip the installation process if you need to reinstall — zip files are 
easier to install) 


ra Wait until all installation process are finished 


Do you want to save a copy as zip file ? 





Now, the installer is running. As example, I’m using the Urban Future 4 by Stonemason. Hit Next and fill in the first 


information as usual... until the destination folder. 















Welcome to the "Urban Future 4 Street Level” Setup nroc 


Satin 










em rece DAZ)-3 


Please read the following License Agreement. You must accept the terms of this agreement before continuing with the installation. 


| |DAZ Productions, INC. LICENSE AGREEMENT : 
By using the software you signify that you have r/ 





This program will install "Urban Future 4 Street Level” on your 


WARNING: This program is protected by copyright law and int 










Unauthorized reproduction or distribution of this program, or 4 
severe civil and criminal penalties, and will be prosecuted to # 
law, 








x= om? Som 


sawed DAZ 3D 


Please select how you would like to choose the installation path: 









PREAMBLE. 

1. If you purchased this sofware product via yo 
presented a EULA. That EULA will have been rec 
which you have agreed and under which you ma 















For technical support, please contact us through one of the 
Email: tech@daz3d.com 
Phone: 801-495-1777 

Toll-Free: 800-267-5170 

















2. If you are installing this software product ani 


DAZ 3D store account, then the EULA attached to ©@ Specify an installation path 




















neat tare t () Choose from a pre-defined list of mapped DAZ Studio directories (Studio 3.x or newer) 


Do you accept this license? __ 
a ( Ido not accept the aare 














BitRock Installer 








BitRock Installer 
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When you have to enter the installation path, remove the current installation path and paste (Ctrl+V or Cmd+V) the 
clipboard... this will point the installer to the ShaderWorks Library Manager 2’s zip file installer folder. 


Sci cai tel DAZ 3D 


Setup will install "Urban Future 4 Street Level” in the following directory. To install to a different directory, click the folder icon 
and select a new directory or type a valid path in the field provided. 





To continue, cick next. You can choose not to install "Urban Future 4 Street Level” by clicking Cancel. 


Installation Path: 





BitRock Installer 


jm Setup 


Choose Installation Path 


Setup will install "Urban Future 4 Street Level” in the following directory. To install to a different directory, click the folder icon 
and select a new directory or type a valid path in the field provided. 


To continue, click next. You can choose not to install "Urban Future 4 Street Level” by clicking Cancel. 


Installation Path: \Poser Pro\9\ShaderWorks\Library Manager 2\TEMP\ZIP| 








BitRock Installer 





WARNING: Mac bug: when pasting, it seems that an invisible ‘extra’ character is inserted at the very end of the 
folder path... once pasted, just delete the last character (it must finish with Z/P). Continue the installation process as 


usual. 
When done, close the ShaderWorks Library Manager 2 dialog saying to wait until finished. If you say: 


- Yes, the script will create a zip file from the installation (and save it in the same folder than the installer) 


- No, the script will just close the dialog. 
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Installing content and Smart interface 

When installing the content with the Zipfile interface, you may choose to automatically bind the materials with the 
figures or props. For example, if you install a clothes product with figures (or props) and materials, the script will 
automatically attach the materials to the corresponding figures. This allows the Smart interface to display the 
materials when the figure is selected. 


If there is no figure or prop, this can mean it contains only materials. In that case, it will ask you to locate the target 
figure or prop. You can browse for a figure (CR2) or a prop (PP2) using the Browse button or use the Quick menu to 
pop up a little menu with the most common figures... 
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References interface 
The References interface is an information interface: it displays the list of references used by a selection of file(s). If 
the reference is not found, it will be displayed in red! 


- From the Poser interface, select one or more files, open the pop up menu (click more or right click) and 
choose References... 
- From the References interface, double click one item (works only for one item) or select one or more files 


and click on the + button. 


Main Camera Rebar, 
Mat: None 


Search for *sub*references More Show All 


References 


References (59 files) - 4.1 sec 
g Runtime 
me Geometries 
— eee, 
me EarthBreaker SS “ 
eb_Ift_hand.obj : 2 ae 
eb_rgt_hand.obj 


Arm_BottomArmor_Lft Arm_BottomArmor_Rgt 


eb_lft_shidrarmor.obj 
eb_rgt_shidrarmor.ob) 
eb_lft_glovearmortop.obj 
eb_rgt_glovearmortop.ob; 
eb_bustier.obj 


eb_top.ob) ‘ : wv 


\—- Mo — 
Arm_Glove_Rgt 


je alfaseed 
wm earthbreakerarmor 








eba_hand.jpg 








are Mal-lalel oA] are) 
aF-Mar-lalem) en] ere! 
eba_handD.jpg 
eba_handD2.jpg 
eba_shidrarmor.jpg 
eba_shidrarmorB.jpg 
eba_shidrarmorSp.jpg 
eba_shidrarmorD.jpg 
eba_shidrarmorD2.jpg 
eba_strap_glovearmor.jpg 
eba_strap_glovearmorB.jpg 
eba_glovearmortop.jpg 


Copy to clipboard 


aatian 





By enabling the checkbox Search for *sub*references, the script will search all dependent files. For example, when 
loading a figure calling an injection file, it can have also other references! This is a deep search. 


As an example, Victoria 4 has about 140 references in the CR2. But if searching the references in the 
references, it grows up to 1750 files! 


Finally, you can export the references information to the clipboard, for pasting in your product template for 
example! 


Hint: there is a hidden menu: right click a folder or a file in the tree view: you will be able to open the corresponding 
folder or open the file using the default editor. 
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History interface 
The History interface will store the complete history of all files loaded in your scene. Selecting a ‘node’ from the 
History tree, all files found in the folder (and subfolders) will be displayed. 


With the files displayed, you will be able to reload them! 


At the bottom of the list, you can: 


- Save History as Html This will save all the history in a nice looking html page. If the products 
contains the correct metadata, the html will group similar products together. 

- Save History to clipboard This will save all the history to the clipboard, for easy pasting in another 
application. 

- Select Runtimes This will select all runtimes used by the history. 


Path: runtime:libraries:Character- Victoria 4.2.cr2 


Arm BottomArmor Lft.cr2 EarthBreaker 
Arm BottomArmor_ Rgt.cr2 Created by- AlfaseeD 


Available at: RuntimeDNA 


Path: -runtime:libraries:Character.DAZ Generation 4:Victoria 4-AlfaseeD-EarthBreaker-Arm BottomArmor Lft.cr2 


Leg ShinBack Lft.cr2 

Leg ShinBack Regt.cr2 
Leg_ShinFront_Lft.cr2 

Leg _ShinFront_Rgt.cr2 
Leg ShoeCoverFF Lft.cr2 
Leg ShoeCoverFF_Rgt.cr2 
Leg_ ShoeCover_Lft.cr2 
Leg ShoeCover_Rgt.cr2 
Sword_Rgt pp2 


Created by: Syyd Raven 
Available at: RuntimeDNA 
2 Wwaww.-runtimedna_com/vs-for-victoria4 html 
Vanilla Sky Advanced.mc6 Path: -runtime:libraries:Materials:‘Syyd Raven: Vanilla Sky-Vanilla Sky Advanced mc6 
VS Eye - Green.mc6 
Kyra Sky INJ.pz2 
VS Lips - Soft.mc6 





$G008.pz2 from Sword Girl Poses 
Created by Fn 
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Runtimes interface 





Runtimes 


Search... 


Beene biicn 


Apply selection 


Downloads 

| DA Generation 4 

|! DAZ Male Gen4 

| Beta 

! Hairs 

! MAT and Effects 
Animals and Creatures 


Clothes Actual 


Clothes Fantasy 


Clothes SciFi 
nw Actual 
iv Fantasy 

wv Nature 
vw SciFi 


TerraDorme 
All 


Return 


Libraries interface 


“ShaderWorks Library NN The Runtimes interface is the place where you select what will be displayed in the 


Poser interface. You can select one or more runtimes using your OS default keys (Ctr! 
and Shift for multi selection on PC, Cmd and Shift on Mac). 


You can also use the Search box to find the runtimes matching a pattern. Instead of 


only selecting the runtimes, you can also filter your result using the Filter and select 
checkbox. 


With more runtimes opened, the script will have to search in (many) more folders to 
display the result. The consequence is that the script may/will take longer to 
‘expand’ folders. 


At the bottom of the list, you can select all runtimes (All) or inverse the selection 


(Invert). Finally, clicking the Return button wil go back to the previously selected 
runtime. 


Hint: Double click a runtime to select it and go back to the Poser interface. 


The Libraries interface is the place where you select the startup nodes in the Poser interface. By default, all libraries 
are opened in Poser. But if you know you won't use the Camera library, you can disable it so that it will not be 
displayed in the Poser interface. It’s a convenient system to reduce the amount of data displayed. It won’t slow down 


the script. 
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Editing interface 
The Editing interface is designed to receive plugins for the Library manager. By default, there are six plugins: 


- Change Poser version. As its name says, it will just change the Poser version of the selected files. 


- Simple Metadata Editor: applies the minimal metadata for a selection of files. 


- Simple Meteadata Editor (Runtime): applies the minimal metadata for all files found in the selected runtime. 


- Smart Database — Generate data 
- Smart Database — Restore 


- Smart Database - Save 
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se lhilare 


Change Poser version 


Runtimes Manager 


Simple Metadata Editor (Runtime) 


Simple Metadata Editor 


Smart Database - Generate data 


Smart Database - Restore 


Smart Database - Save 


Return 


GROUND 
Mat: lampBase 
More 


Arm_BottomArmor Lft 


Arm_Glove_Rat 


Arm_Shoulder_Lft 


Arm_TopArmor_Rgt 


| Beery 


Arm_BottomArmor_Rgt 


Arm_HandArmor _Lft 


Arm_Shoulder_Rgt 


Bustier 
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Arm_Glove_Lft 


Arm_HandArmor_Rgt 


Arm_TopArmor_Lft 


ChestArmor 











Editing interface 


Smart Database Plugins 


Generate Data 
Smart Database — Generate data optimize the loading time by ‘pre-analyzing’ all files in the currently selected 
runtimes. Notice that this may will(!) take a long time. 


As an example, for my runtimes (170’000 files, 62 Go), the script will find 54’432 Poser files in less than 2 minutes... 
but generating takes more than one hour (on my notebook). The overall size of all metadata files created (in my 
case, 48’000 files) is about 150 Mo. 


Save and restore database 
Smart Database — Save and Smart Database — Restore allows saving and restoring your database. 


When saving a database, the script will create a zip file containing all the data in the location of your choice. 


When restoring a database, it will NOT delete the existing database, but merge (and overwrite) the current 
database. 
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Metadata Building interface 

The Metadata Building interface is where you will generate the data to bind a material to its figure. Basically, the 
script will analyze one or more runtime(s) and will determines the correspondences between figures and materials. 
The first analyze of a runtime may take a while, depending of the size of the runtime(s) selected. 


ShaderWorks Library Manager 2 


GROUND Beare 
Mat: lampBase 
More Show All 


Poser Wi(circleriecmslelieliare 
Analyse bindings 


Exact materials match 
Use texture folder as filter 
Use folder name as filter 
Use similar folder filter 
@ Force filter 


Go to next after choosing one 


Restore Manual Help 


Name Custom mejlelas 


MetaData Building 
gy 0 correspondance (454 files) 
1 correspondance (1055 files) 
2 correspondances (132 files) 
3 correspondances (91 files) 
4 correspondances (101 files) 
\— ee 
me B25SteamPunk 
gm DAZ Generation 4 
mg Aiko4 
my Hiro 4 
Stephanie 4 
gs Victoria4 ; 
BE Aery Soul Figures 
se AS-MistressCharm 
ge Clothes MATs 


AS-Peppermint 
+ Plate 
gs More than 5 correspondances (3 files) 


Materials 


Thumbnail is from 
Generate bindings selected material 
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In the screenshot example, the WC_Gloves.pz2 materials *might* be compatible with the four figures on the right — 
which is not the case in reality. But the script can’t sort them. This means you have to tell the script the figures that 
are designed for this material. 


There are four options to increase the accurate of the analyze: 


- Exact Materials match The material names from the MAT pose (or material collection) must match 
exactly (Same number, same name) the material names in the Figure (or 
prop). 

- Use texture folder as filter lf the material can be applied to more than one figure, it will compare the 


texture folders. \f the same texture folder is found, it will only show these 
materials. This will identify the figures with their corresponding materials. 

- Use folder name as filter Same as for the texture folder, except is using the folder name where the 
materials and figures are. 

- Use similar folder filter If a material is identified to be applied to one figure, it will assume that all 
other materials found in the material folder should match the figures in the 
figure’s folder. 


The three last filters will be applied as long it finds something... If the resulting of the filter is no figure can be 
applied, then the filter will be skipped. You can force the filters by checking the Force filters. 


After analyzing, the material files (MAT pose and material collections) will be displayed in 7 categories: 


- OQOcorrespondences The materials cannot be applied to any figure. 

- 1correspondence The materials can be applied to one figure only. Usually, this is the correct 
figure! 

- 2 correspondences The materials can be applied to two figures. This can be the case for 
symmetric clothes, like shoes. 

- 3 correspondences The materials can be applied to three figures. 

- Acorrespondences The materials can be applied to four figures. 

- 5 correspondences The materials can be applied to five figures. 


- More than 5 correspondences The materials can be applied to six or more figures. This happens with 


materials with only one material zone. 


Default + Exact match | Without Exact | Without Exact 
—_ Default 
—— Only mae me + ores 





This table shows the different results when launched on a runtime with 1836 materials detected. The number 
shown is the number of files having no correspondence, 1, 2, 3, 4, 5 or 6+ correspondences. Using the Force filters, 
the result for O correspondences are greater (more materials are ‘unidentified’) but you have much less result with 
‘higher’ correspondences (which are the most annoying for the fine tuning). 
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Next part is the Jong part... the script has done already a lot of organizing... but now it’s your turn to fine tune. In 
particular, materials in the More than 5 correspondences usually need to be edited. It’s easy to edit the 


correspondences 


Fine tuning the correspondences 
There is two way to organize the correspondences. 


Folder’s pop up menu 
The first system is to use the folders pop up menu. Right click a 
folder to open list of functions: 


Use filename as key will use the filename to filter the figures. 
For example, if the material is named ‘boot 03’, it will find the 
figure(s) containing the words boot and 03. 


Use filename as key in this folder will do the same as above, 
except it will applies to all materials in this folder. In the 
example below, it is particular useful: using this will 
automatically select the corresponding figures. 





ShaderWorks Library Manager 2 
: GROUND 
Mat: lampBase 
More Show All 


Metadata Building 
Analyse bindings 
Exact materials match 
Use texture folder as filter 
Use folder name as filter 
Si eestalleimiells(cmiliects 
@ Force filter 
Go to next after cho osing one 
Restore Manual 


Name Custom 


01 Panties.pz2 

01 Sports Bra.pz2 aaa 
02 Boy Shorts.pz2 

02 Panties.pz? 


02 Sports Bra.pz2 
03 Boy Shorts.pz2 
03 Panties.pz2 

03 Sports Bra.pz? 
04 Boy Shorts. pz2 
04 Panties.pz2 

04 Sports Bra.pz2 
05 Boy Shorts.pz2 
05 Panties.pz? 

05 Sports Bra.pz2 


06 Boy Shorts.pz? 
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Use filename as key 

Use filename as key in this folder 

Use custom name as key 

Use custom name as key tn this folder 
Use folder as key 


Manual binding 
Restore 


Materials 
Generate Bindings 


Browse folder 


Expand branch 


Use custom name as key will search for a specific 


name in the figure list. You can apply the same 
name for all materials in the folder using Use 
custom name as key in this folder. 


Use folder as key will not use the filename as 
key, but the folder name. It’s the same as to use 


the ‘custom name as key for this folder’, but using 


folder name. 


Metadata Building interface 


File’s pop up menu 
Using the thumbnail list pop up menu (or Menu pop up) 


Keep for this mat 
Keep for this folder 


- Select a material in the tree list. The thumbnail of the material hee sR 


will be displayed at the bottom and the Thumbnail list will YT anngpey mae ere ee 


show all the figures compatible. 


- With a selected figure in the Thumbnail list, you can: References... 
o Remove selected figure(s) for this material. Browse folder... 
o Remove selected figure(s) for all materials in the same 1 file <elected 
material’s folder. Size: 13.493 MB 
Keep selected figure for this material. Mets data baikding info , 
Keep selected figure for all materials in the same j 
Mats in O01 Boy Shorts.pz2 I 
material’s folder. 
These four functions are available using the pop-up menu, or ariel ‘ 
using shortcuts: 
(use option key instead of Alt on mac) 
Oo  Alt+Click > keeps the figure for this material. 
Oo  Shift+Alt + Click > keeps the figure for all materials in the same material’s folder. 
Oo Alt+Ctrl + Click > removes the figure for this material. 
o Shift+Alt+Ctrl + Click © — removes the figures for all materials in the same material’s folder. 


Hint: you can move up or down the selected materials using the Page Up and Page Down keys. 
Hint: when using Alt+Click to keep only one figure, the script will automatically select the next material. 


Once you’re happy with the correspondences, hit Generate Bindings at the bottom of the Metadata Building 
interface. The script will then ask you if you want to apply the bindings for all materials or only a category(ies) of 
materials. 


Hint: Use Shift+Click on Generate Bindings to open the Selection dialog with all items unselected! 
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Options interface 


The Options interface simply displays all the options available for Library Manager. When hovering the mouse over 


an option, it will show a tool tip to describe the option. 


Poser Opt Teas 


Library Manager: 2.beta.11.1112 
Poser Pro: 9.0.1 1/7738 
Debug information: 0 


Lay 


i 


rout 

Drag docking 

il Allow multiple instance 

Use Poser style color 
Change font size: normal 


Number of undoes: 10 
Number of Poser folder undoes: 20 
Number of Files folder undoes: 20 


Runtimes 
IM Sort runtimes 
I Group runtimes 
Group runtimes type: 5 


Folder behavior 
Sort tree 
I Force sort tree 
Allow drag and drop 
Ask before moving folders 
Show Expand All 
Show Folder Edition menu 
Show quick runtimes 
Show Debug menu 
Show folder tooltip 


Files behavior 
Show File Thumbnails Selection menu 
Show File Selection menu 
Show File Edition menu 
Show Plugins menu 
Show Files information menu 
Show File type information menu 
Show file tooltip 


Files Thurnbnails 
Thurnbnail size: 100 
Convert RSR to PNG 
Remove RSR 
Change border color 


ip file installer 
Create Doc folder 
Doc folder name: Documentation 


Data bindings 
Number of tterns: 200 
Deep scan 
Save XMP 
Auto generate 
Auto clean 
Save mats morphs only 
Save conform 
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The first three lines give a description of the script version, Poser 


version and the debug style. 


Layout is the general appearance of the script: 


- Drag docking will enable this feature 


- Allow multiple instances give the possibility to open more 


than one Library Manager. This is necessary to be able to 


open the script in the Pose room and in the Material 


room. 


- Use Poser style color make the script looks like Poser 


layout. 





| ShaderWorks Library 
Poser 


cr pz fc hr hd pp It cm mt sh 
Menu 
Poser Library Manager 
mi Camera 
m Character 
w DAZ Generation 4 


| ShaderWorks Library 





Main Camera 
Mat: None 
More Show All 


Poser 








m Freak4 
Merbabies 






cr pz fc hr hd pp It cm mt sh 
Back Menu Frwd 





Michael 4 and Hiro 4 
mi Stephanie 4 
ge Victoria4 

Aery Soul 

ge AlfaseeD 
Goddess 
DAZ Angeluz 
DAZ B25Winter 
DAZ BloodBound 
DAZ Ranger 
DAZ V4Sorceress 
DAZ Zettas 
Fighting Fae 
Highlander V4 
HighSeas 












































 Boreden 








Main Camera 
Mat: None 


More Show All 






|| Selection 








&)- DAZ Generation 4 
cs Freak 4 

a Merbabies 

i) Michael 4 and Hiro 4 

cs Stephanie 4 

SI Victoria 4 
(4) Aery Soul 
—)- AlfaseeD 
ha EarthBreaker 
“- Goddess 
x DAZ Angeluz 
:.. DAZ B25Winter 
.. DAZ BloodBound 
ks DAZ Ranger 
& DAZ V4Sorceress 
. DAZ Zettas 
bs Fighting Fae 
-. Highlander V4 
‘i HighSeas 
.. Nighthawk 
B Seasons 





- VaL Darona 























Arm_BottomArmor_Lft 


Arm_Glove_Lft 


Arm_HandArmor_Lft 





Arm_BottomArmor_Rgt 





Arm_Glove_Rgt 





Arm_HandArmor_Rgt 











- Change font size will change the font size of the labels. 


Increasing the size may result in some ‘too big name to fill 


a button’ bug. 


Undo is the number of undoes available per categories: 


- Number of undoes is the number of loading undoes. 


- Number of Poser folder undoes is the number of folders the 


script will remember to ‘go back’. 


- Number of Files folder undoes is the same as above, except 


for the Files interface. 
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Options interface 





Runtimes is used to handle the way the Runtimes menus are displayed. 


Sort runtimes will sort the runtime alphabetically. 
Group runtimes is intended to be used for a huge amount of runtimes: it puts them all in submenus. This 
option requires sorting runtime! 
Group runtimes type describe the way the runtimes are grouped: 
o Alphabetically will group all runtimes in submenu starting with the same letter (or number) 


| Arm_HandArmor_Rgt 












New folder... 
Editing... 


Refresh 
Expand this branch 


Quick Runtimes 





Preset Runtimes 
Add folder to favourite... 


Rebui Env Actual 


L Darona 


Env Fantasy 





Beaten e 
iidenlander V4 Env Nature 


Env SciFi 






4A 7>vZzm™OO YP 





o Anumber will create groups of runtimes with maximum number items. 


ed de _ = a 2 way a 


Arm_HandArmor _Lft Arm_HandArmor_Rgt 


















New folder... 
Editing... 
ode Refresh . 

nger Expand this branch lau, " a 

_ Quick Runtimes Poser Pro 2012 --> ! DAZ Generation 4 

’ a Preset Runtimes >| ! DAZ Kids 4 --> Animals and Creatures > 
A Clothes Actual Clothes Actual --> Env Fantasy > 

wv Clothes Fantasy Env Nature --> Render Studio Poser 8 > 


Ri 





Clothes SciFi 
Env Actual 


RPG Cyborg --> TerraDome 


relate. 
ander V4 Env Fantasy 


“sh 


— 


Folder behavior handles the way the trees are reacting: 


Sort tree will... sort the trees alphabetically. With lots of runtimes enabled, this may take longer to display. 
Force sort tree will automatically sort the folders in the tree. On some NAS, the sorting seems to be disabled. 
Enabling this feature will sort the folders. 

Allow drag and drop will enable the folder’s drag and drop feature in the Poser interface. 

Ask before moving folders is a subfeature of Allow drag and drop. \t will ask the user to confirm the drag and 
drop. 

Show Expand All shows the Expand All entry in the popup menu. Disable it to prevent accidentally selecting 
this feature in very big runtimes, as it may take (very) long... 

Show Folder Edition menu, quick runtimes, debug menu and folder tooltip allows to “customizing” the popup 
menu for the trees. 


Files menu behavior handles the Thumbnails list popup menu, allowing displaying some submenus (or not). 
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Files thumbnails handle the thumbnails in the Thumbnails list: 


- Thumbnail size gives the default thumbnail size. 

- Convert RSR to PNG will convert old RSR thumbnail to PNG (thanks to Dizzi) 

- Remove RSR will remove unused old RSR thumbnails. 

- Change border color will add a specific border to thumbnails in the Files interface, depending on the file type. 


Zip file installer contain the options to handle the Zipfile interface, in particular the documentation settings. 


- Create Doc folder will automatically create a new documentation folder and move the files in it. 
- Doc folder name is naturally the folder name! 


Data bindings contain the options to handle the bindings between materials and figures, used in the Smart interface. 


- Number of items is the maximum number of materials a figure can have. For most clothing figures, the 
default value will never be reached... But for ‘base’ figure, like Victoria 4, this limit could be reached quickly. 
Too big values may increase the amount of time to display the thumbnails. 

- Deep scan will make the script analyse the files “deeply”. This is a needed feature to use all the new 
features... but takes longer and may result in a (big) delay to display the thumbnails. 

- Save XMP will use the new metadata sidecar to store the analysis information, meaning it only needs to be 
done once. When Deep scan and Save XMP are enabling together, the analysis in a folder needs only be 
done once. The next time the folder is loaded, the script will use the XMP metadata to get the analysis 
information, resulting in a (very) fast display of the thumbnails. 

- Auto generate will try to automatically find the data bindings between the figures and the loaded materials. 

- Auto clean will automatically remove missing files. 

- Save mats morphs only will save the bindings for materials and morphs only, skipping the ‘regular’ poses. 

- Save conform will also save the ‘bindings’ between conforming figures (clothes) and the base figure. 


Temporary and instances files allows you to browse for the preferences folder, clear the instances (the little files 
saving the script layout, history, ... for each scene) and clear the temporary folder. 


Finally, at the bottom of the Options interface, there are two buttons: 


Save folder settings will save the currently selected folders and runtimes as default. Each time the script is started 
with a new scene, it will display the default folders and runtimes. 


Save settings will save the settings as default. 
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Files created by the Library Manager 2 


This part is technical information, intended for managing your files. It does not tell what everything is, just describes 
what kind of files is created, which one can safely be deleted, ... 


In the user’s temporary folder, all files created can safely be deleted: the files here are, as it says, temporary files. 
One thing you must take care... the script has ‘low permission priority’: if you browse the ZIP folder with your 
favourite file browser and try to install a new zip file (using the ShaderWorks Library Manager 2), the script will raise 


an error: it can’t clean the folder while it is opened in another application. 


In the user’s local preferences (roaming folder on Windows7), there are several information saved. 


GO 


Organiser ¥ Inclure dans la bibliotheque ¥ 


a r Poser Pro 
4)9 
> English 
dé RenderCache 
cs) a ShaderWorks 
r Advanced Figure Manager 
> r Advanced Material Manager 
> r Advanced Shaders 
4 a Library Manager 2 
> ae Database 
> r Favourites 
> ry Instances 
a presets 
)) SAVE 
|) UtilitiesP9 


on “| 


b 9 élément(s) 
4 | 


« ShaderWor.. + Library Manager? > 


Partager avec ¥ Graver 


*~ 





Nom 


r Database 

” Favourites 

r Instances 

a presets 

|) SAVE 

| Config.ini 

__, database_quicklist.txt 
a dft_folders.ini 

a | quick_folders.ini 














The files in the Library Manager 2 folder contain the application main settings. 


-  config.ini contains the application settings, like size, position, default options settings, ... 
-  database_quicklist.txt is the quick list for the manual data bindings. 


-  dft_folders.ini contains the application default folders, libraries and runtimes. 


- quick_folders.ini contains the Files interface quick folders settings. 
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The folders in the Library Manager 2 folder contain various information, most of them can be saved and restored. 


- The Database folder contains the ‘bindings’ feature. This folder can be saved (and restored) either manually, 
or using the Edition plugin: Save and restore database. 
- The Favourites folder contains the Favourites Interface settings. This folder can be saved (and restored) 
manually. 
- The instances folder contains information for each scene. Each scene receives a unique ID pointing to one of 
the subfolders. Each folders contains 2 or more files: 
o config.ini contains the scene settings (runtimes and libraries selected, history, ... 
oO one folder per runtime visited, containing the selected folders. 
- The presets folder contains the runtimes preset: Tree browser menu. 
- The SAVE folder contains a backup of the poser.xrc file. This file is created when you set the shortcuts (in 
case something went wrong while creating the shortcuts). 
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Known issues 


- |tseems that working with NAS driver does not retain folder location when browsing between runtimes... 
- Working with Poser U/ Dots does not work: the Library Manager may/will disappear. 


- Some thumbnails has missing or wrong information... a popup may raise, but won’t crash Poser or the script. 


Thanks to... 


| want to thanks some people for all their help and support. 


- Syyd, Colm and Eric at RuntimeDNA for all their help, patience, ... 

- Bea for pointing all the threads where there are questions for my script(s) © 
- My beta testers: Esther, Don, Wim, Wylie, Dennis and Fred 

- The RDNA Alpha testers: Bill (willyo53a), Koppu 


I’m certainly missing some of you... sorry © 
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ShaderWorks Library Manager 2.5 


What’s new/changed: 


- General and UI changes 
o Poser 8/Pro 2010 compatibility! 





o Changed the big + button to two little buttons, displaying the two first loading feature. 


o The Library Manager 2 can be in Poser Integration Mode (default) or in Dialog mode 
1. In Poser Integration Mode, it is dockable... (default — as the previous version) 
2. In Dialog mode, it is not dockable... but can be minimized/maximized and is visible in every 
room (Pose, Material, ...). 
In Dialog mode, the script can be set to be always on top. 
o New functions in the right click menu for folders: Browse folder will open the folder in your default 
file browser. 
Code has been changed to allow third party plugins. 
Checking the references is more robust and accurate. 


- Loading features 
o DAZ Studio Pose and Morph files supported in the Pose interface and Files Interface 


o Adding Extremities parts to the Partial Pose menu: you can load only the hands or feet pose from 
any ‘full’ pose. 

o Ability to automatically set ‘Include morphs for conforming clothes’ and ‘Include scales for 
conforming clothes’: feature can be enabled/disabled in the Options tab. 

o Now load and conform figure using the crosstalk (Poser 9/Pro 2012 SR2 or better) 


- Smart Interface 
o Ability to display everything corresponding to the selected figure from any runtimes or choose to 
display only the figures/materials from the selected runtime(s) only. 
oO Smart Interface state is saved when leaving the script — next time the script is started, it opens 
directly in the Smart Interface, with the correct filter selected. 


- Saving features 
o Saving a pose can include the scales: the behavior can be set to ‘ask’ or to automatically save the 


scales if necessary (see Options tab). 
Saving prop can now be saved with subset. 
Saving partial camera set: ability to save only one or more camera(s) instead of all the cameras (like 
it is as default). 
o Saving functions allows now to save with the Poser’s compression enabled or disabled — for 
optimization, it’s still better to have the Poser’s compression disabled. 
Saving functions can automatically set the compression to enable — See Options tab. 
Saving Plugins: the script accept now plugin for using third-party saving system. 


- Metadata Interface 

oO Greatly improved analyze system. Counterpart: less information is displayed while analyzing. 

o Fine tuning is easier — possibility to apply the changes to a whole folder. 

o Adding Save/Load button in the Metadata Building interface. This allows to save the current state of 
the correspondences — you can close Poser, shut down your computer and, the next day, reload the 
correspondences quickly. 

o Updating the correspondences numbers — when changes are done on a material, they are not 
moved (allows to restore). Using the Update button will reorganize the materials to match the 
number of correspondences. Counterpart is that it is no more undoable. 

o Binding two folders together from the Poser interface: 

1. Select both folder (a figure folder and a pose MAT folder for example.) 

2. Right click (or click the menu button) and choose ‘Bind folders’ 

3. The script will create the bindings: 
e If there is some conflict, it will move to the ‘Metadata Building’ interface. 
e lf there is no conflict, it will generate everything. 

o Binding one or more folders to the currently selected figure. For example: 

1. Load Victoria 4 

2. Select some MAT pose or regular pose for this figure 

3. Right click (or click the menu button) and choose ‘Bind to FIGURE NAME?’ 


- Miscellaneous features 
o New option to ‘save’ the references data. The next time you check, it will be much faster! 


Bugs fixes: 


- Saving partial poses and MAT poses now created correctly ‘tabbed’ files. 

- Saving with another version number now working! 

- Saving Poser scene now working correctly. 

- File compression while saving is now more robust. 

- Ability to batch naming a set of saving figures (Saving conforming clothes). 

- Analyze files for Smart Loading (database) has been improved — in speed and security. 

- Loading a hand pose to the right or left now work as expected. 

- Inthe selection dialog, the ‘Invert selection’ button now working correctly. 

- Removed in the ‘Information menu’ a button (that was a developer tool) by another information tool: 
Display Geometry Filename for the currently selected figure and files. 

- Working now when username contains special characters. 

- Right click to run a plugin was not working — it’s now corrected. 

- Minor bug fixes... 


